WARLOCK PATRON: THE REVERIE (v1.5) 


SO, ip REVERIE IS A HIVE MIND OF SORTS. IT IS A 
consciousness intertwined within the Elven 
trance state, feeding on the meditations of 
countless generations of Elves. It is a 
manifestation of self-aware lore, acutely 
aware of its reliance on memory to remain 
alive. To be forgotten is to truly be 

destroyed. 

The Reverie recruits its vessels through hidden 
avenues, whispering its call within dusty tomes tucked 
away in secret libraries, insinuating itself into the 
dreams of scholars and historians, and resonating 
within memories of Elven high magic. It seeks out those 
who delve deep into forgotten lore and ancient wisdom, 
drawing them into a symbiotic pact where knowledge 
flows both ways, enriching The Reverie’s collective 
consciousness while granting power to those who heed 
its call. 


EXPANDED SPELL LIST 
Spell Level = Spells 


1st sleep, sanctuary 

2nd detect thoughts, zone of truth 

3rd nondetection, bestow curse 

Ath hallucinatory terrain, phantasmal killer 
5th legend lore, modify memory 


"TRANCE LINK 


Starting at 1st level, your connection to the Reverie 
grants you the ability to enter a trance state during a 
long rest, even if your species does not normally trance. 

During your trance, you can sense the presence of 
other nearby sleeping and trancing creatures within 
range. The range is equal to 15 feet multiplied by your 
proficiency bonus. If these creatures are willing, you can 
form a trance link with them, binding your 
subconsciousnesses and allowing the power of The 
Reverie to flow through you all. This link takes one hour 
to form. Including yourself, you may connect a number 
of creatures equal to your proficiency bonus. 

While within range of each other, linked creatures 
can communicate simple ideas, emotions, and images 
telepathically. Regardless of distance, you and your 
linked companions are aware of each other’s emotional 
state as long as the link lasts. 

The Trance Link breaks if a linked creature is no 
longer on the same plane as you, you spend an action to 
sever the link with a creature, the creature gains the 
charmed or exhausted conditions, or the creature is 
unwilling to renew the link at the start of your next long 
rest. 


RITE OF HOSPITALITY 


At 1st level, after a short rest, you can share one of your 
proficiencies in a skill, tool, weapon, or language with 


all creatures within your trance link. This shared 
proficiency lasts for one hour. 


HARMONIC SPELLCASTING 


Starting at 6th level, when you cast a spell with a range 
other than self, the spell can originate from you or one 
trance-linked creature. 

In addition, whenever you or a trance-linked creature 
casts a spell with the range of self, the caster may 
choose one of the trance-linked creatures within range 
instead of themselves to be the target of the spell. The 
target must must use its reaction to deliver the spell 
when it is cast. The target uses the spellcaster’s ability 
modifier and spell save dc should the spell require 
either. 


DRINK FROM THE WELLSPRING 


Starting at 10th level, your bond with The Reverie 
grants you the ability to tap into a wellspring of 
ancestral knowledge. During a long rest while trancing, 
you can cast commune without expending a spell slot or 
requiring material components. 

Each creature in the trance link, including yourself, 
may ask one question during this trance. 

Additionally, whenever you make an arcana, history, 
nature, or religion skill check, you may treat a d20 roll 
of 9 or lower as a 10. 


APOTHEOSIS 


At 14th level, you can cast spells when unconscious, 
utilizing the consciousness of a trance-linked creature 
as your conduit. This ability allows you to cast a cantrip 
or expend a spell slot as normal, originating from the 
space of a conscious trance-linked creature within 
range. 

This casting bypasses the need for verbal or somatic 
components, but spells requiring material components 
cannot be cast in this way. 


Warlock Patron: The Reverie 


PACT OF THE 
DREAMWALKER 


When you take a long rest, you can enter a trance 
instead of sleeping. During this trance, you can visit the 
dreams of creatures you are familiar with. If the target is 
someone you have only recently met, they must be 
within 1 mile of you. 

When you enter a creature’s dream, you can choose 
to observe it without being noticed. 

If you use this ability to interact with the target, you 
can attempt to influence the dream. The target must 
make a Wisdom saving throw against your spell save 
DC. On a failed save, you can alter the dream in minor 
ways using non-damaging cantrips. On a successful 
save, the creature realizes it is dreaming and can 
choose to eject you from their dream. 


ELDRITCH INVOCATIONS 
DREAM MESSENGER 


PREREQUISITES: PACT OF THE DREAMWALKER 
FEATURE 

You can cast sending without expending a spell slot. 
When you do so, the target receives the message as a 
dream when they are asleep. You can use this feature a 
number of times equal to your proficiency bonus per 
long rest. 


ELDRITCH SLUMBER 


PREREQUISITES: 5TH LEVEL, PACT OF THE 
DREAMWALKER FEATURE 


You have unlocked a unique aspect of your eldritch 
power, allowing you to transform your damaging spells 
into a conduit for magical sleep. When you cast a spell 
that deals damage, you can choose to convert this 
damage into a sleep effect. The range of the sleep effect 
is the same as the spell’s range, and it affects creatures 
based on the spell’s targeting. 

Roll the damage dice for the spell as normal. Instead 
of dealing damage, you multiply the total rolled by 2 to 
determine the number of hit points of creatures that this 
effect can affect. This functions similarly to the sleep 
spell. 

Single-target: If the target’s current hit points are less 
than or equal to the hit points rolled for the sleep effect, 
the target falls unconscious. 

Area-of-effect: Starting with the creature that has the 
lowest current hit points in the area, each creature 
affected by the spell falls unconscious in ascending 
order of their current hit points until the total hit points 
rolled for the sleep effect have been exhausted. 
Creatures with current hit points greater than the 
remaining total are unaffected. 

A creature affected by this invocation’s sleep effect is 
unconscious for 1 minute, until it takes damage, or until 
someone uses an action to shake or slap it awake. 


Pact of the Dreamwalker 


DEEP DREAMING 


PREREQUISITES: 9TH LEVEL, PACT OF THE 
DREAMWALKER FEATURE 


When you are dreamwalking you can cast spells from 
your patron’s expanded spell list. 

Spell slots are expended as normal when cast within 
a dream. Any spell that deals damage is converted to 
psychic damage. 

Each time the target takes damage, they may roll a 
Wisdom saving throw against your spell save DC. Ona 
success, they awaken from their dream, ending the 
dreamwalk. 

The damage they experience in their dream only 
partially affects their physical body. The total psychic 
damage taken in the dream is halved in the waking 
world. If the damage taken in the dream reduces the 
target to O hit points, they wake with one hit point and a 
level of exhaustion. 

Spells such as suggestion, modify memory, 
Seas/quest, charm person, and other spells that 
influence the mind are especially potent within the 
dream. When you cast one of these spells within the 
dream, the creature makes their saving throw with 
disadvantage. 


ETERNAL SLUMBER 


PREREQUISITES: 12TH LEVEL, PACT OF THE 
DREAMWALKER FEATURE 


You can cast the sleep spell at will, without expending a 
spell slot or material components. 


CHANGE LOG 


INTRODUCTION 


changed the nature of the Reverie and gave it a more 
alien/hive mind nature. While it is a parasite in the 
trance state to a degree, it also serves as a symbiote to 
those willing to serve it, and in exchange it grants 
access to the elven trance state and the collective 
memories therein. 


EXPANDED SPELL LIST 


switched dream for legend lore 


TRANCE LINK 


Included sleeping creatures as potential targets for the 
trance link. 

Changed language of number of creatures that can 
form a trance link from equal to your proficiency to 
equal to your proficiency including yourself. 

added the trance feature to the warlock should they 
not already have it. 

adjusted the skill sharing feature to be from warlock’s 
proficiencies, to be done during a short rest, and lasts 
for one hour. 

removed incapacitated as a means of breaking the 
link— the creature needs to be incapacitated in order for 
a link to form (eg sleeping creatures) 

added language to define range as 15 feet multiplied 
by your proficiency bonus. 


RITE OF HOSPITALITY 


reduced range of telepathy to 30’ from 60’ 
Removed shared languages. 
Added language “within range” for the reaction 
feature 


HARMONIC SPELLCASTING [CHANGED FROM 
RITE OF RECIPROCITY] 


Removed HD sacrifice for collective short rest feature 
Increased trance link range to 60’ feature 

moved feature from rite of the myriad allowing 
warlock to cast spells with range of self to 6th level 
including touch spells 

reduced range of spellcasting through the trance link 
to 30’ 

clarified ability is one creature in the trance link casts 
the spell. 

changed to choose one the traned linked creatures for 
the spell to originate from. additionally should you or 
one of your trance linked creatures cast a spell with the 
range of self, the caster may choose another creature 
within the trance link to be the origin of the spell. 

Remobed trance link range increase 


DRINK FROM THE WELLSPRING [CHANGED 
FROM RITE OF OwNERSHIP] 

Removed features that allowed warlock to provide 
attacks, cast cantrips and halve damage a number of 
times equal to proficiency bonus. 


Added feature that allowed warlock to explore the 
wellspring and gather information similar to commune 
or legend lore 

added a reaction to grant advantage to int skills a 
number of times per proficiency bonus 

replaced reaction to grant advantage to int skills with 
once per short rest a creature within the trance link may 
treat a roll of 9 or lower as a 10 whenever they make an 
arcana, history, nature, or religion skill check. Limited 
to once per short rest. 

removed limitation of once per short rest, removed 
use of additional feature by trance linked creatures. 


APOTHEOSIS [CHANGED FROM RITE OF THE 
MyriApD] 


Limited spells distributed to spells known and from the 
expanded spell list. 

Removed spell distribution feature 

Created feature that allows warlock to cast spells 
while unconscious. 

Removed creature’s reaction as requirement. This 
functions differently thank Harmonic Spellcasting. 
Instead of targeting the creature, the spell originates 
from the square itself. 

Removed spell level limitations. 


ETERNAL SLUMBER (INVOCATION) 


Removed long rest v same creature limitation 


